Precomputed Radiance Transfer
for Real-Time Rendering in Dynamic,
Low-Frequency Lighting Environments
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Previous Work - Scene Relighting ﬂ Basis Functions

I . We use
[Dorsey91] opera lighting design
SH have nice properties:

simple projection/reconstruction
rotationally invariant (no aliasing)
simple rotation

simple convolution

few basis functions = low fregs

[Nimeroff94] natural environments
[Teo97] efficient linear re-rendering
[Debevec00] reflectance field of a face

[Dobashi95] lighting design

Diffuse Transfer Results Glossy Self-Transfer
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exiting radiance is view-dependent % Precompute how global lighting = transferred lighting
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represent transferred incident
radiance, not exiting

allows run-time BRDF changes
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Glossy Rendering
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